Getting Started With Alice:
The Basics




Alice

Learning to program: Part 1
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Open up Alice, and choosea  Add an object to your Alice

background for your Alice world. Alice is full of
world. Your world is different kinds of objects to
something you can put add to your world to make it

objects in and make them do interesting. Click on the Add
things. There are six different  Objects button:
background options. Choose

grass.

73 Welcome to Alice!
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Click on the animals
folder of objects:

|




Find the horse among the types of objects and click on it.
Then click Add Instance to World. This is how you add an
object to your Alice world.

23 Horsel

size: 385 kb
modeled n: Sarah Hatton
painted n:. Sarah Hatton

parts: f

1 Iﬂdd instance to wurld|

The horse object will appear in your world.



Adding a Dummy Camera

im single view ) guad view

ThIS iS to save Cu rrent Move Ohjects Freely
oy _ _' @ =)
camera position for later Kejel e

[_] affect subparts

Click on “more controls” ="
more controls >»

Click on “drop dummy at
camera”. Just click it

OnCE! \ aspect ratio: |[4/3 |+l
. lens angle: — |
Click the green Done

:ﬂ-d: drop dummy at camera

arrow On the right :ﬂ:drupdumnwatselecteduhject
hand Side Of the move camera to dumnmy

screen to go back to

fewer controls <<

window.




Adding a Dummy Camera (cont)
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Click on the “+” by it @ ground
The camera position saved is 1| @ snowman
" ” (= ﬁsnuww'uman
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“original position” Al woria
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Save World

e Save world

(&l Alice (2.0 04/05/2005) - I
File | Edit Tools Help

©_ New World

a Open World...
[ | save worid

 Type in a name such as: horseWorld, and then
“save”

e Alice will remind you to save your work every 15
minutes

e |tis always a good idea to create a folder to put
all your Alice worlds in.



You may see that your horse looks like it’s halfway
underground. When objects are added, sometimes they appear
in strange places. We need to move the horse so he looks like
he’s on the ground. Click on the add Objects button again. We

are going to use these buttons that appear to move him
around:

i single view ) guad view

Gele g =)

[_] affect subpa

more controls ==




This button will move your
horse further back from the
camera or closer to the camera,
to the right, or to the left. Click
on your horse and drag him
around. Try moving your horse
forwards and backwards. If you
don’t like the way your horse
looks after you move him, click
the Undo button in the top left
corner of the screen.

73 Mlice (2.0 04/05/2005) - [Modified]
File Edit Tools Help

™ single view ) gquad view
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This button moves an object up
and down when you click on it
and drag it. Move your horse up
until he is standing on the ground.

i single view ' quad view

ove Obiectzs Up and Dowwn

g E®

[_] affect subparts

more controls == I




This button turns objects left and

right. Use this to turn your horse a L EET ) s

little to the left. Use Undo if you W‘m AT
make a mistake. @]@@

[_] affect subparts

more controls ==» I

Notice that your horse seems to

turn around one point. This is
your horse’s center.



Each object in Alice has
a center. This is the
point on an Alice object
that determines where
itis in the world, and
around which the
object will rotate if
commanded. Every
object’s center is
different.

center

center ‘

A

center



This button rotates an object
forwards or backwards around its
center. Try rotating your horse, and
then put it back in its original
position using Undo.

® single view ' quad view

urn Chjects Forwards and Backwards

T/ |

more controls == I

The horse is rotating.




This button tumbles an object
in all kinds of crazy directions.

. Tumble Ohject
Try this button on your horseng@ @
and then put it back to its =

. . " . [_] affect subpart
original position using Undo. se SIhpars

™ single view 0 guad view

more controls => I

The horse is tumbling!



This button makes an object bigger
or smaller. Try re-sizing your horse,
so it is a little bigger, and then move %
him up out of the ground. [] affect subparts

® single view ' gquad view

ezize Ohject

more controls => I

Giant horse!



Creating an Event in Alice

-Now we are going to show you how to create an event in
Alice.

-An event is something that you tell Alice to do after
something else happens, such as pressing a key or clicking
on something.



In the top right hand corner of the screen is the Events
Editor. This is where you make events, which are commands
that you tell Alice to do when a certain thing happens, such
as when a key is pressed, or you click your mouse on

something.

Events |create new event

 When the world starts, do | world.myfirst method —

@ world.my first method

World.mv first I‘I'Iethod Mo ,ﬂarameterﬁ create new parame‘ter




Click on the create
new event button.
Choose the when a
key is typed option.
We are going to
make it so that when
we press the N key,
our horse will say
“NEEEEEEEIGH!”

create new event

Your event editor will now
look like this:

Events |create new event

* When the world starts, do * world.my first method

~ When anykey — istyped, do Nothing

When a Key is typed
When the mouse is clicked on something

YWhile something is true

When a variable changes

Let the mouse move <ohjects>

Let the arrow kKeys move <subject»
Let the mouse move the camera
Let the mouse orient the camera

Click on any key, then choose
letters, then choose N. It will
now look like this:

Events |create new event

~ When the world starts, do  world.myfirst method

~when N |- istyped, do Mothing




Now click on the horse in the list of objects, and then click on
the methods tab. Find horse say, and drag it up to the events

editor where it now says Nothing.
E;EE'wurld

Events |create new event

pES camera
(73 tight

a ground
L Jhorset

(£ Dummy Objects

When the world starts, do world.myfirst method —

“wmen N |- istyped, do Nothing

@ world.my first method

wortld.my first method Nogfametors

horse1's details
methods

No variabies

create new method

(Do Nothing

* horse1 move
“ horse1 turn
“ horse1 roll

horse1 resize

“ horse1  think

horse1 | play sound




When you drop the

say command, you Play your world, and
will need to type in try pressing N.
something for the Whenever you press
horse to say, like it, your horse should
“NEEEEEEEEINIGH!” neigh.

Your events editor
will now look like
this:

Events |create new event

When the world starts, do - world.my first method

~when N |- istyped, do . horsel — say NEEEEEEEEENGH! — more...




Now we are going to use the he-builder and she-builder

objects in Alice.

* The he/builder and she/builder avaiLn vane y
are for creating your own
characters in a world.

* You can find it under the “people”
folder of your Local Gallery

H hehuilder H shebuilder
3

il

ter “

e |ets start with the
She/builder

e When you open the
she/builder folder, this

screen will appear

Created By Anonymous




Getting started
ﬁ- » * You can change the leg,

upper body and head
shape of your person,
using the arrows.

Select the “hair color”.
You can change the
shape and color of your
hair, using arrows.




Choosing the Details

| . e Now, select the tab labeled
‘n‘ . » “skin/eyes”. You should

B [ — have three options: skin
G choose skn couor.. | color, eyes and lips. The skin

color is controlled by a dial
on the top.

e The eyes and lips can be
selected by the arrows.

e All of the changes you make
will appear on your person,
to the left.




Choosing the Details

| . e Now, select the tab labeled
‘n‘ . » “skin/eyes”. You should

B [ — have three options: skin
G choose skn couor.. | color, eyes and lips. The skin

color is controlled by a dial
on the top.

e The eyes and lips can be
selected by the arrows.

e All of the changes you make
will appear on your person,
to the left.




Choosing the Details (continued)

i&iPerson Builder

* By selecting the
“clothing” tab, you can

Click and drag to rotate your perso

choose shirts, pants and
shoes for your person.

* Finally, you can give
your person a name at
the bottom of the
“person builder”.




Now its your turn

e Try creating another
character

e |f you want to use the

He/builder, it works the
same way




* Try experimenting
with the buttons
that move objects
to move your
people around in
your world.




Now we’ll use quad view to position our characters.
Click the add Objects button to get back to the object

moving screen.

single view ' quad view p

owve Chjects Up and Down

kel &l €l € =l @

[_] affect subparts

 Look over on the right side
of your screen.

e There should be two types
of camera views

more controls ==

e Single view (bottom left)
and Quad view (bottom
right)

from the top

i

na




Quad View

e Quad view is good for fixing e Try to position your
the positioning of your
characters in the world

characters so that they
appear in all four screens
of your world.

 This helps to make sure
that your characters
aren’t up in the air, or far
apart.




Quad View (Continued)

Look over on the right,
under quad view.

Note the button that looks
like a hand

This allows you to move
around the camera in Quad
View

The Magnifying glass allows
you to zoom in while in
quad view, to better
position your characters

You’ll need to click and drag
on your viewing windows
when using both of these
buttons.

Try them out now to center
your characters in each
view.

1 single view ® guad view

Sorall ey

;| 8| €| &

&

€

W,

[_] affect subparts




Animating your Characters

Once you have your
characters in your world
you can start to animate
them. Click on one of your

characters in the object list.

For us it is Matt. Look on
the left of your screen
under Matt’s details. There

should be a list of methods.

This is the list of actions
that your person can
already do.

Matt's details

“idle SetldleTime
“hello | edit
“angry | edit
“happy | edit
“walk SetwalkTime

“confused | edit

“ho | edit

‘yes | edit
“stand | edit

“ ShowAllAnimations

propedies [ megfids rfunctinna




Starting your Own Method

You can click and drag any of these methods into the main
section called “world.my first method”. Try this with a few of
them.

Now click “play” in the top left hand corner.

Your character should animate however you have coded him.
1 - - [
Matt's details world.my first method Vo paramelers

functions

Na variables

“hello
“angry
“happy
“walk SetWalkTime
“confused
“no

“yes

“stand

U ShowAllAnigg#

edit

ions | edit|



Move one of your characters around in your world using
qguad view until they are standing right next to the horse,
something like this:

Nice job! Now we are ready to move on to Part 2.



Alice

Learning to program: Part Two
Writing Your Own Methods

www.cs.duke.edu/csed/alice/alicelnSchools
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Making Your Own Methods

 What if we want our character to do something
that he doesn’t already know how to do?

* Now we will write a new method for Jenna to
allow her to cartwheel.



Creating Your First Method

create new method N Click on Jenna’s name in the list on the
left and scroll down to the area labeled

“create new method”.

= Jenna move

Jenna turn
 Jenna rol e A gray box will pop up. Label it
Jenna resize ”Cartwhee|”

e Now, in the main box there should be a
tab named “Jenna.cartwheel”

73 New Method [
Name: |[:artwheel| | \
s - -
Cancel Q) world.my first method ’

Jenna.cartwheel Noparamelers

Novatiables




Creating Your First Method

* We need to code each of the character’s body
parts individually. Drag up a Do together from
the bottom of the Alice window and drop it

. e C(Click on the
into your cartwheel method.
body part that
|, Q) world.rry first rethod Q@ Jenna.cartwheelt
Jenna.cartwheel No parameaters yOU Wa nt tO
No varisbies code and look
(Do Nothing down at the
series of
commands

e Now look at the
code on the
next slide and
make your code

: & Dotogether YrEise ‘Loop wwhile ‘For alli match it.
-Now click on the plus sign beside your character
in the object list. The parts should expand out.




Drag and Drop in this code.

= [ Jenna When the world starts, do world.my first method
- [¢) LowerBody
= E;E%Upperﬂudy
= @ chest
flreYrintupperarm il
E;%LEﬁUppernrm
[ Neck

[ horse1
- m:

@ Jenna.cartwheel

Jenna.cartwheel Noparametars

Mo variables

f—| Do together

RightUpper¥rm turn

= RightUpperarm roll

= Rinhtl InnerArm | resize

Jenna.UpperBody.Chest.RightUpper&rm roll left 0.18 revolutions MOore...

Jenna.UpperBody.Chest.LeftUpperirm roll right 0.18 revalutions mMore...

For example, click on RightUpperArm to see the methods for
just this arm. Then, drag over the roll method, and set it to
roll left .18 revolutions. Repeat this process for
LeftUpperArm, choosing the opposite direction.



Final code

* Your final code should look like this. You should drag
and drop in the rest of it.

Jenna.cartwheel Vo parametors

No variabies
Do together
Jenna.UpperBody.Chest.RightUpperarm roll left 0.18 revolutions more...

Jenna.UpperBody.Chest.LeftUpperarm roll right 0.18 revolutions Maore...

Do together

+ Jenna roll left — 1 revolution =  more...

Do together
Jenna.UpperBody.Chest.RightUpperarm roll right 0.18 revolutions more...

Jenna.UpperBody.Chest.LeftUpperarm roll left 0.18 revolutions More...



Now click play.

Events |create new event

% Plﬂ_‘,ﬂ' When the world starts, do - world.my first method

You should notice Notice that it says, do
that nothing world.my first method.
happens. Why is The method that you just
this? Look in the wrote is called

top right hand Jenna.cartwheel.

corner of your
screen, and find
where it says
when the world
starts do.



Playing Your New Method

Events |create new event

~ When the world starts, do  world.myfirst method

iy first method

¥
K

-

shnha.cartwheel

hello

angry

happy
walk

confused

idle

no

ves

stand
ShowdllAnimations

cartwheel
answercellphone

Look at the right corner of
your screen. There should

”

be a section called “Events”.

Click on “When the World
Starts”

Select “Jenna” and then
“cartwheel”.

Now select Play

Your Character should

animate into a cartwheel

" When the world starts, do  Jenna.cartwheel

This is a good way to test a method that you have just written.



Methods (Continued)

* Now lets create a slightly more complicated
method.

* Click on the “Create New Method” button
again and name this one “answercellphone”.



Methods (Continued)

e Click on “Add Objects” and scroll down to the
“objects” folder. There should be an object
labeled “cell phone”. Add it to your world.

Home > Local Gallery 5%




[ B B B
= e
5}
=

=

methods
renarme

capture pose
delete
save ohject...

Camera get a good look Yy this

4 Cellphune move

(178

Cellphone turn
Cellphone roll
Cellphone resize

Cellphone's details

methods

|| propetties

-

functions

create new method

- Cellphone
Cellphone
- Cellphone

Cellphone

- Cellphone
Cellphone

- Cellphone

= ralinhone

mowe

turn

roll

resize

say
think

play sound

move to

Cellphone say
Cellphone think
Cellphone play solng

Cellphone move to

Cellphone move toward
Cellphone move away from
Cellphone orient to

Cellphone turn to face
Celiphone point at

Celiphone set point of view to
Cellphone set pose
Cellphone stand up

T v v v v v w w |

Cellphone set color to
Cellphone set opacity to
Cellphone set vehicle to

Cellphone set sKin texture to

ateLw o F, ol d

Positioning the Phone

* |f you right click on the cell phone in the object tree you
can see all of its methods.

-Select move to,
and have the
phone move to
Jenna.

-This will simply
position your
object in your
viewing screen. It
will not change
your code that
you have written.



* Now use the object moving
buttons to place the phone

Positioning the Object

near the back pocket of

your character.
* You can turn your character

around to do this.

Looks
normal
from
here,
but its
actually
far away:

from the right

4 -4~

-You should also try using quad
view to make sure that the
cellphone is very close to her
pants, because it is hard to tell
from the normal view.

from the top

from the front



Glue Cellphone to Pocket

* Now select the properties tab of “cell phone” and scroll down to the
command called “vehicle”. Click on the down arrow next to the
Vehicle button and set the Cell phone as a vehicle to the character’s

Ny ELPFLF SUP
* world :
- o the enti
: J the entire world N
camera
g §
light
ig ground , [
Cellphone’s d@tails S
I liphone [
roperties | mgthods | function
fprop I, , Jenna P4 the entire Jenna
create new vafjable | 5| horsel 4 LowerBody +/A the entire UpperBody
i E Matt g UpperBody [ Chest b
capture pose |7 Dummy Objects »

" yehicle = world



Vehicle Property

 The vehicle property basically allows you to
glue one object to another object.

e |f you set the cell phone as a vehicle to the
character, you can move your character
around and the cell phone will follow. Turn
your character around with your object
moving buttons to see the cellphone move
with him or her.

* Now we can code the character to take the
cell phone out of her back pocket.



Method “answercellphone”

e The first part is simply to code your characters arm to reach down
and grab her cell phone

- H Do together
i Jenna.UpperBody.Chest.RightUpperfrm = roll right = 0.18 revolutions =  more..,

Jenna.UpperBody.Chest. RightUpper Arm.RightForearm = roll right = 0.18 revolutions = more...

* Now go back to your vehicle property and drag it into the
method to set the cell phone as a vehicle to your character’s
hand. The cell phone is now glued to your character’s hand.

Cellphone ~ set vehicle to Jenna.UpperBody.Chest RightUpperrm.Rightforearm.RightHiand Righttingers ~ more..



Method “answercellphone”

e Now code the arm to come up to your

characters ear and have your character say
“hello”.

Do together
Jenna.UpperBody.Chest.RightUpperArm roll left 0.18 revolutions Mmore...

Jenna.UpperBody.Chest.RightUpper Arm.RightForearm roll left 0.5 revalutions more...

Do together

Jenna —  say hello — dwalton =4 seconds — more..



Method “answercellphone”

Here is the completed method.
JEI‘II‘IE.EI‘ISWEI‘EE||P|‘IN‘IE No paraneters

Mo watiahles
Do together
Jenna.UpperBody.Chest.RightUpper&rm roll right — 0.18 revolutions Mmore...

Jenna.UpperBody.Chest.RightUpperArm.RightForearm roll right — 0.18 revolutions more...

Cellphone —  set vehicle to Jenna.UpperBody.Chest.RightUpperarm.RightForearm.RightHand.RightFingers

Do together
Jenna.UpperBody.Chest.RightUpperarm roll left — 0.18 revolutions More...

Jenna.UpperBody.Chest.RightUpperArm.RightForearm roll left — 0.5 revolutions more...

“Jenna — say hello — more...

Mmore...



Now you can try out your

answercellphone method by
going back to when the world

starts and changing it to
Jenna.answercellphone.

Events |create new event

r5

 When the world starts, do ~ world.myfirst method —

iy first method

hello

angry

happy
walk b

confused

idle b

- Il
Vves

stand
ShowallAnimations

cartwheel

Press play to see what it
looks like.



-Your cellphone method may still look a little bit wrong. If Jenna’s
phone looks like it is floating in the air, you should go back into
guad view to reposition it so that it is right on her pocket. It may
look right from the front, but when you view it from the side, you

may see that the phone is actually several meters away from
Jenna.

-If your phone is not close enough to Jenna’s hand when she
moves it up, for example if it is on her forearm, try using quad
view to move the phone left and right to get the perfect position.



Method “Ride Horse”

Now lets create a method
for the other character and
the horse.

Click on your other
character in the object tree
(we are doing it for Matt),
and then click create new e Then we need the character
method. label the method to get on the horse

“Ride Horse”.
Lets break this down by

steps

e Finally we need him to face
forward again

First, we need the character
to turn and face the horse



Playing Your “Ride Horse” Method

-In order to see your Ride Horse method when you play your
world, you need to change your when the world starts event
again. Change it from answercellphone to Ride Horse.

Events |create new event

When the world starts, do Eiidenna.answercellphDG

my first method
Jenna

ore...

idle [
hello
angry

happy
walk

confused

no
Ves
stand
ShowAllAnimations

-Each time
you add code
to Ride
Horse you
should play
your world
to test it out.



Method “Ride Horse”

e For the first part we will simply write code to turn the character
towards the horse and put his arms down.

o

() world.rry first rethod F'@' Matt.RldeHorse

Matt.RldeHorse Noparameaters

o variables

Matt turntoface horse1 More...

Do together
Matt.UpperBody.Chest.RightUpper Arm roll right 0.2 revolutions more...

Matt.UpperBody.Chest.LeftUpperirm roll left 0.2 revolutions more...

Test this code by playing your world. If your characters arms do
something other than moving down, you may have to try using
a turn method instead of a roll method. This is because of the
different sizes and shapes of the people-builder objects.



Method “Ride Horse”

e To code the character walking towards the horse, you simply need
to move his limbs and keep playing it until you are happy with his

movements. Add this code to the end of Ride Horse.
~| Do together

Matt IMove Lup Jb meters IMOre...
Matt move forward 0.6 meters more...
Matt.LowerBoddy.Right Thigh roll left 05 revolutions IMOre...

Matt.LowerBody.Left Thigh roll right 0.05 revolutions more...

= Do together
Matt move up 1.2 meters More...

Matt move to horse1 maore...

You may need to adjust these numbers according to the
position of your character. If Matt does not go up high enough,
make him move farther up. If he goes up too far, don’t make
him move quite as much.



If Matt looks like this, you may need to tell him to move up
less, or move down more.



If Matt looks like this, you may need to tell him to move up
more.



Method “Ride Horse”

 The final part will be
to code our
character to face the
same direction as
the horse. % Matt ~ turntoface horset.mouth  more..

* We can also tilt his
shins back to look
more realistic.
[~ Dotogether
':: Matt.LowerBody.RightThigh.RightShin — turn forward — 0.1 revolutions =  more..

Matt.LowerBody.LeftThigh.LeftShin = turn forward = 0.1 revolutions = more...

Add this code to the end of Ride Horse.



Finishing “Ride Horse”

e Your final product should
look something like this.
Remember, your numbers
may need to be different
than the ones suggested
here.

e Remember to keep playing
your world as you code.

e If you code something
wrong it is easy to see when
you play the animation

e The “Undo” button is your
friend!



Now that you know how to write a method for a specific
object, we are going to put these methods together to make a
story. Click on the world.my first method tab on your screen.
You may have code in there already from when you were
testing out the he-builder/she-builder methods. You can keep
it if you like, or erase it and add it back in later. These slides

will start with a fresh, empty my first method.

‘ e World.my first method W
orld.my first method Mo paramete create new parameter

Mo variables create new variahle

(Do Nething

“Doinorder Dotogether “IfElse “Loop = \While “Forallinorder “For alltogether = Wait = print | 5/




This is where we will keep the parts of our story. First, we
will use the cartwheel method that we taught to Jenna.
Click on Jenna in the list of objects on the left side of the
screen, and then the methods tab to find cartwheel again.
Drag cartwheel into my first method.

@ world.my first method
world.my first method ¥o parameders

’ No veriables
gy (o] Ly

happy |ean | =
mmrm
confused |edn |

idie SetidieTime |odn |
no [ede]
yes [con]
stand | eon |

Donorder Dotogether WEIse Loop While Forallinorder For all together Wait  print




In the right hand corner of your screen find where it says when

the world starts do, and change it to world.my first method.
This way whenever you play your world it will play the story we

will have in my first method.
Events |create new event

When the world starts, do € world.my first method

Now play your world to see what it looks like so
far. It should just show one of your characters

cartwheeling.



Now we want to make
our character say

something. Look at the
methods tab and scroll
down until you see say.

Now drag it into my first
method under cartwheel.
Click on other..., and you will
have to type in something for
your character to say. Type in
something like “I love

Jenna‘s details

(prupenies rmethuds rfunctiuns |

“cartwheel | edit ca rtWh ee | S !II

“answercellphone

create new method

= o _ 3 Enter a string =
= .Jenna turn

Jenna roll Enter a string:

| love cartwheels! |

OK Cancel

Jenna  think

“.Jenna resize

Jenna play sound

% Jenna move to

1]

Play your world again to see
the results.




Now we want to change it so that your character cartwheels
twice in a row, to show just how much she loves cartwheels.
To do this, we will use a loop. The loop button is located at
the bottom of your method editor. Drag it into my first
method above cartwheel. When you drop it select 2 times.

(@ world.my first method

world.my first method No parameters

NO vanabes

= Loop 2 times times I show complicated version |

Jenna.ca

Jenna £ 1 lowe cartwheels! ImMore...

Do inorder - Dotogether = WHElIse While @ For all in order S For all together Wait print

I




Now drag and drop your cartwheel command inside the
Loop. In order to grab the cartwheel command to drag it,
you must click on the left-most part of the method. Your
cartwheel will now run 2 times! Play your world to see

what happens.

Grab your method here to drag it.

]'13 world.my first method

world.my first method No para

Novanasbies

—Lo g [E times show complicated version I

a.canwheel

Jenna say | lowve carwheels! More...

Doinorder  Dotogether WEIse Loop ~While For allin order - For all together Wait print




You may feel that your character’s speech bubble disappears
too quickly. If this is true, there is a way to make it last
longer. Click on more... at the end of the say command. Then
click on duration. As you can see, it lasts 1 second. You can
make this longer if you wish, maybe 2 or 3 seconds.

Jenna say | love cartwheels! MOore...

~ duration *  0.25seconds
bubbleColor » 0.5 seconds

textColor b 8 ] second

fontHame ¢ | s >

I]ﬂ"lEI'....

Play your world to test out different durations until
you find one you like.



Now we are going to add comments. These are descriptions
that you put in your code so that you, or anyone else that
reads your code, can see what it does. The comment button is
located at the bottom of the method editor. Drag it into the
top of my first method and type a quick description of what

your code does.

/i Jenna does two cartwheels, and then describes how much she loves them

El Loop 2%irme times show complicated version

“Jenna.cartwheel

“ Jenna say | love cartwheels! duration =2 seconds —  more...

“Doin order Do together “IfElse “Loop “While For allinorder ‘For alltogether  ° VWait ' print @




Now we will make your character answer her phone. Find the
answercellphone method and drag it into my first method. Play
your world again to see your changes.

@ world.my first method

Jenna's details world.my first method No parametors

Mo variabies

“hello

# Jenna does two cartwheels, and then describes how much she loves them

anry __

“happy E| Loop 2times = times show complicated version

Eiéwalk SetwalkTime “.Jenna.cartwheel

confused ~Jenna —  say |love cartwheels! —  duration =2 seconds —  more...

Jidie SetidleTime
“no

yes

“stand
ShowAllAnimations [ edit |
“cartwheel

create new method

“Jenna.answercellphone

“Doinorder ‘Dotogether ‘IfElse :Loop :While :Forallinorder Foralltogether | Wait = print i




Now we’ll add one more method to the story. Click on Matt, your
other character, in the list of objects, and look at his methods
until you find the RideHorse method. Add it to my first method.
Then add another comment above answercellphone that
describes the rest of your code.

@ world.my first method

Matt's details world.my first method No parameters
methods B No varizhles

Jidle SetidieTime

{f Jenna does two cartwheels, and then describes how much she loves them

“hello

E— EILuup 2 firmes times | show complicated version |

E— “Jenna.cartwheel

E;éwalk SetWalkTime Jenna say |love cartwheels! diration =2 seconds more...

“confused i Jenpg answers her phone and says hello, and then Matt gets on the horse.
ino * Jenna.MswENaghone

yes “Matt.RideHorse

“stand s

“ShowallAnimations

i

create new method

 Matt move

“Doinorder ‘Dotogether IElse Loop :Vhile “For allin order Foralltogether = Wait  print a



Congratulations on creating a great story! Now we are ready
to move on to Part 3 to learn new things about changing the
camera view.




Alice

Learning to program: Part Three
Camera Control, Invisibility, and 3-D Text

www.cs.duke.edu/csed/alice/alicelnSchools



Camera Control

* Now that we have a great story written for our
characters it would be nice to be able to

change camera views.
e This can simplify the story and sometimes add
dramatic effect




Camera Control

I e Lets make the Camera
Zoom in on our first
: character when she talks

and then look at the horse
while our second character
gets on.




Camera Control

functions

amera's details
| properies [methuds
- e

 camera turn

“camera roll

 camera resize

5 camera

L

e Click on “camera” in your
object tree.

e [t should have a regular set of
methods

e [nsert code into your first
method to have the camera
face your character while
they talk

§§§ camera — turntoface Jenna = more..

© camera move forward = & meters more...

diration =2 seconds MOore...

* Jenna —  say llove cart !
/f Jenna answers her phorfe and says hello, and then Matt gets on the horse.

“Jenna.answercellphone



Camera Control

na answers her phone and says hello, and thgf Matt g

e When your second
character gets on the horse,
you can have the camera

(— e pE— face him. Insert this code

M = \a bove Matt.RideHorse.

e Finally, have the camera
face the horse and press the
“N” key to have your horse
say “neigh”, when the
camera is facing the horse.

turntoface horse1 more...

" camera

“ Jenna.answercell

;E; amera turntoface horse1 more...

MOLE

UNET 3 move backward 1.5 meters

é;éMatt.HldEHurse .
| Play your world to test it

and press the N key.



Dummy Cameras

 You can use the purple
arrows on the bottom of
your world to move
around the camera

 You can drop a dummy
camera wherever you find
a view that needs a
snapshot




Dummy Cameras

® single view ' gquad view

hove Ohjects Freely

s e & € gl = @

[_] affect subparts

e Dummy cameras are
used to hold a specific

view of your world in
place while you move
the regular camera
around

more controls >=

e Look to the right for a
e Click the add objects button labeled “more

button on your screen controls”. Click it



Dummy Camera
 We did this earlier in part

one by saving the original
camera position, but we will
now add more camera
positions. You should always
save your original camera
position before moving your
camera.

e Use the purple arrows to
move the screen to a new
position on your camera that -We will show you how

looks closely at the horse. to drop a dummy camera
at this location and name

it Horse Position.



Dummy Cameras

® single view ' quad view

flove Objects Freely

[] affect subparts

LTCTET]

lens angle; |

aspect ratio: [4/3 |'I

) drop dumimy at camera

" tvop dummy at selected object |

move camera to dumnmms

fewer controls =<

 Now click on “drop dummy at
camera”. Just click it once!

e This will literally drop a virtual
camera where your camera
currently is.



Dummy Camera

We renamed this earlier.

e Go over to your object

=1 =[] Dummy Objects
tree

1) Original Posmion

e There should be a folder
called “Dummy Objects”.

e Underneath it will be a
list of each dummy you
have dropped, in the
order that they are
dropped

Note that the first
Dummy object is named
“Original Position”. You
added this back in part
one.

This is our new dummy
camera position.



Dummy Camera

o Qua

Unfortunately all of your = Dlnsmnwﬂmems
Original Position
dummy cameras are Qv
y LIy
labeled “Dummy” Cellphone’s detal  methods i
. . . ]’pruperties @ renarmne :
YO Uucan le t h IS by r|ght SR — Capn:era get a good look atthis |
capture pose 2
clicking on “Dummy” and detete 2
. capture pose save ohject...

selecting “rename”. EE T Jenna

12 gy Man

=] (£ Dumimy Objects
By Original Position

Horse Position

osition's details

You can rename your
Dummy whatever you
would like.

W

roperties | methods | functions

In this case it is named
“Horse Position”.

create new variable

capture pose



Dummy Camera

-You can move the
camera wherever you
would like. Let’s move it
back to the original
camera view.

-Now right click on
“camera” in your object
tree and select
methods.

-Click “set point of view
to” Dummy
Objects/Original
Position. See the next
slide for a picture of the
selection process.

Original position

Horse position




Resetting Your Camera View

camera mowve
Ccamera turn
camera roll

v v v

camera resize

(£ Dummy Objects

camera say k
camera think .
camera play sound ]

YWhen the world starts,

when M | is typed

amera's details

roperties Imethuds functions

Teate new method

camera | mmowve

camera turn

camera roll

camera get a good look at
Ccamera move to
camera move toward

camera orient to

]

]

bk

camera move awsay from b
]

camera turn to face k
]

hethod |

(D) MattRIdeHorse

d No parameters

orward 5 meters

More...

camera stand up

camera resize

camera say

camera think

camera set color to

camera set opacity to
camera set vehicle to
camera set skintextureto »
camera set fillingStde to J

camera play sound

camera get a good look at

T Canera r

“ camera move

“‘Matt.RldeHorse

asSeenBy

n describes how muc

the entire world

cated version I

camera
light
ground

Cellphone
Jenna

@ Dummy Objects

v vy v v
T

o =2 seconds mor

hello, and then Matt ¢

g original position g

horse posmion




Resetting Your Camera View

-Now try
using this
same
process to
set your
camera back
to Horse
View.

When the world stans,

catmera move L 5
o 4} A

camera turn b  E _| Is typec

camera roll ]

Camera resize ]

Ccarmera say k

camera think ]
plit e camera play sound k

camera get a good look at  » oy

detad 1ethod | O MattRIdeHorse

camera move to ]
etails camera move toward p (A Noparameters

camera move away from ]

camera orient to ]
method

camera turn to face ¥ orward — 5 meters More...

ST T e — F

nove T S [T i (1 > asSeenBy h describes how mut
urn CaAIMeTd Sen PSE b the entire world  |Cated version

camera stand up
oll camera

- camera set color to light

esize o =

camera set opacity to ground on =2 seconds L
- camera set vehicle to Cellphone p hello, and then Matt,
k

camera set skin texture to  # Jenna »
hink camera set fillingStye to 3 orse "

oo LanmeTa LS 5

ilay sound x . b

jet a good look at

“‘Matt.RldeHorse

‘ horse position
-~ _——



Dummy Camera

 Once you select “Horse Position” your screen should return to the

position that it was at when you first dropped the Dummy Camera,
for horse close up.

 You can use a Dummy Camera anywhere in the world that you
would like.

 Changing the Camera View between Dummy Cameras, by right

clicking and choosing “Methods” is useful for positioning things in
your world, before it starts.



Dummy Cameras Durmg Anlmatlon

e |f you want the camera
view to change during your
animation you can drag it
into your code, from
camera methods.

-

camera's detgls

properties hods rfunctinns |

 camera s

* Click on camera in the " comora|
object tree, and then find Acamera |8
set point of view to in your | camera| gefa good fook at
methods tab. . comera

sound

to
camera toward
camera away from
camera

5 camera

camera poiht at

T camera  set point of view to B




Dummy Cameras During Animation

-Drag set point of view to to the very end of my first method
right under Matt.RideHorse and drop it there. Set it to Horse
Position so that the camera closes up on the horse at the end

of your animation.

o Ldrrel d | muowe =
B - Jenna
- camera move toward

 camera move awayfrom

- camera  orient to

- camera set point of view to

i/ Jenna answers her

* Jenna.answercellphone

~ “ camera -  turnto face
- camera turntoface -

= ; “ camera move backy
 camera point at =

. “:Matt.RldeHorse

say | love car

asSeenBy

2 seconds More...

the entire world

b, and then Matt gets

“Doin order TG

Play your world to test it out.

camera
light
ground
Celiphone
Jenna

more...




Moving On

-Now we will show you two new things:
-How to make objects all, or partly

invisible.

-How to insert titles with text
objects in your world.



Making Objects Invisible:
IsShowing and Opacity

* |s showing and opacity both change your objects to
make them more or less visible.

* |s showing has two settings. Your object is either
visible, or its invisible.

 Opacity works by percentages. You can make
something 10% visible, 20% visible, all the way up to
100% visible.



Jenng's details

Invisibility :Is Showing

crede new variahle

capiufe pose

e Select the character that
you would like to make

color

Eiéupac' = 0 (0%}

invisible. ~vehiclel: world
* Under the properties tab skin teyre)= Joana.skin
“fillingStyle = solid
there should be a button vomged = agsition: 0.41,008
Ca”ed HIS ShOWing”. ;zglsﬁhuwing = true
e If you select “false” your dom Us(__® true
I
character should become
invisible.

e Then make your character

visible again by selecting
“true”.



Making a Ghost:Opacity

e Opacity works in a very
similar way to “Is
showing”, except you can
set an object to anin
between stage.

create new variabhle

capture pose

& [ (0% : imdAsible)
0.1 (10%})
0.2 (20%)

. I
= sKin textu
~fillingStyle
- pointOf/ie

~isShowing

W 0.4 (40%}) )
0.

0.6 (60%)
0.7 (70°%)
0.8 (80%)

o S L

Try clicking on Opacity and

selecting 40%

Note that your character is

now see through

This works really well for

ghost worlds!




Adding Titles:3D Text

e Gointo “Add Objects” -

* Click on the “Create 3D
text” Object —

Isualizations Create 3D Text

||




3D Text Continued

 Once you click on the 3D | =
. “Jenna and Jared's Dutdoor Adventure
text object, a box should foreds Utdor Mg >
pop up to type text into. /

e Type a message

e Select ok

e Your text should appear in
your world like this




-Your text object will
appear in your object
tree just like any other
object.

@ single view ) quad view

-You can also use
the object
moving buttons
on it like any
other object. Use
them to position
it in the sky.



3D Text

e This is how your text
should look when you are
done.

Jenna and Jared's Outdoor Adventurs

* You can set the “is
showing” to false after a
few seconds

e 3D text works really well
for giving instructions at
the beginning of a game or
interactive story.




Finishing up

e Now you know
the basics of
creating a world

* |nthe next part,
we will teach you
some more
details of Alice
that can make
your worlds really
cool.




Problems

 Now its your turn, try completing these things
in your world

— Make an event so that one of your characters
becomes invisible when you press i, and then
another event that makes it visible again when
you press s.

— Make an event so that the Horse’s opacity turns to
40% when you press g, for “ghost”.

— Drop a Dummy Camera behind your characters
and swap between that and Horse Position.



Alice

Learning to program: Part Four
Creating Sounds, Making Billboards, Fun with 3-D Text,
New Events, and Rotating Objects

www.cs.duke.edu/ sed! alice/alicelnachools



Creating a Sound in Alice

-We are now going to @

make your character s

actually speak. @ cotphone
[y Jenna
. . Eiéﬁhursm
-Click on world in the Rwa
= (2] Dummy Objects

object tree.

% original position

world's details

-Go to the N | ethads | functions |

p rO p e rt | e S ta b R create new variahle

“atmosphereColor =
 ambientLightColor =

“ambientLightBrightness = 1

-Click on the plus sign next to :f“"w;f
:fogDensity = 0.
SOU ndS. “fogNearDistance = 1 meter

‘fogFarDistance = 256 meters

aila Used Properties

Y &

E Naps




Naming the Sound

-Click on the record sound
button.
*(Make sure the volume on yo
computer is on)
-Type in a name for the sound file.
Call it jennaHello. We are going to
makeplenna say “Hello?” when
she ahswers her phone.

ur

«s.staged.alice.autheringtool.dialog.SoundRecorder

Hame: |jennaHello

Duration: 0:00.000

Record

Cancel

world's details

{prupenies rmethnds rfunctinns |

create new variahle

“atmosphereColor =

* ambientLightColor =
“-ambientLightBrightness = 1
“foyStyle = no fog
fﬁéfug[)ensity = 0.1
;iéfugﬂear[)istance = 1 meter
“fogFarDistance = 256 meters

Seldom Used Properties
=] Sounds

import sound

|
‘ record sound

Texture Maps

[ |»




Recording the Sound

-Click Record, say
“Hello?”, and then
click Stop when you
are done.

_M

3 edu.cmu.cs.staged.alice.authoringtool.dialog.SoundRecorder

Name: |jennaHEIIu

Duration: 0:01.515

Stop

Cancel

Click play to hear it. If
you don’t like it,
record again and click

ok.
-Your sound will

appear on the

p o p e rt i es p ane un d er “fogNearDistance = 1 meter

S oun d S. Seldom Used Properties
= Sound

world's details

I'pruperties I’methnds rfunctinns |

create new variable

“atmosphereColor =
“ambientLightColor =

“ambientLightBrightness = 1

“fogStyle = no fog
“fogDensity = 0.1

“fogFarDistance = 256 meters

import sound 1]

record sound

4




I!I wul

FS camera
(3 light

% ground
Q Cellphone
[Ysema
Q horse1
Qar

(] Dummy Objects
% original position

Jenna‘s details
methods

“hello

“angry

“happy

“walk SetwalkTime
“confused

Jidle SetldleTime
no

“yes

“stand
“ShowallAnimations
<X

hiffie

create new method

Editing answercellphone

-Click on Jenna in the object tree.

-G

-Click on methods, and find
answercellphone. Click on edit
Next to that to see the code for
answercellphone.

calm

“answercellp

@ Jenna.answercellphone

Jenna.answercellphone Mo parameters




Adding the Sound to your Code

gether

na say hello more...

Seldom Used Properties

=]

“ jennaHello g

import sound

record sound

Texture Maps

“Doinorder “Dotogether “IffElse ‘Loop \While ‘For allinorder :For alltogether | Wait © print | 50/
Drag a Do together into your code above

your Jenna say and then drag the say
method into it.

s s BTN UPPE GUIL L TIESLFIGTIUUPEED S ITLFIYTIuEu edi m 1 e WL TEVLHULITS ITILN E...
::[=| Do together
L Jenna —  say hello — more...

©world — playsound worldjennaHello (0:03.850) — more...

1| “Doinorder ‘Dotogether IfiElse “Loop “While :For allinorder Foralltogether | Wait | print

-

i

Find your sound again in world properties,
and then drag it into the Do together with
your say method.



Changing Duration

Set the duration of your say method so it
matches approximately the length of your sound

file.

-[=|Do together

Jenna say hello duration =4 seconds more...

world play sound world.jennaHello {0:03.850) more...

“Doin order :Dotogether :IfElse “Loop :\While :For allinorder :For alltogether | Wait  print | |5/

Now your character can speak!
Play and try out the sound.



“As Seen By”

e “AsSeenBy” isa
function that allows
you to rotate an
object around
another object.

e We will make Jenna
Circle around the
horse.




As Seen By (Continued)

-First, drag a camera set point of view to command to the end
of my first method and set it to original position, so you can see
all your characters again at the end of your animation.

camera's details world.my first method Noparameters

||_r_:urnperties ITE‘t‘huis“ 1:|_|“r1|:ti|:|ns N varighles
éié camera  move awayirom EI Loop 2times times show complicated version |

= camera orient to i = Jenna.cartwheel

= camera turnto face

Jenna say | love cantwheels! quration =2 seconds n

ff Jenna answers her phone and says hello, and then Ma

“Jenna.answercellphone

~ camera set pose o
= B I Ccamera turn to face horse1 more...

* camera stand u T
i P & camera mowve backward 1.5 meters more...
“Matt.RIdeHorse

5 camera  move at speed z ; N o
N camera set point of view to  horse position mMore...

§§§ camera | turn at speed - 5 - .
mMera set point of view to  original position more...

= oramara | rnll at enead



As Seen By (Continued)

Now, click on Jenna in the object tree and find her turn
method. Drag and drop it at the end of my first method. Tell
her to turn right 1 revolution.

Jenna’s details world.my first method Vo parameters

“’prnper’[ies methods | functions

No varighies

Jenna_move EI Loop 2times times show complicated version

“‘Jenna.cartwheel

roll Jenna say |love cartwheels! duration =2 seconds more...
- Jenna resize
= = = 4 Jenna answers her phone and says hello, and then Matt gets ¢

ggg Jenna say sLJenna.answercellphone

“ camera turnto face horse1 More...
= amount

- Jenna think

T “ camera — move backward
= Jenna  play sound i 1/4 revolution

= Matt.RldeHorse 12

5 Jenna  move to o
- ©camera set | girection 1 revolution (all the way around)

Jenna move toward 2 revo

“ camera set

other...
“Loop While :For allin order | For

§§§ Jenna mowve away from

- Jenna_orient to Bl D0 in order) [Dota

harkward » |



As Seen By (Continued)

Click on more... next to your Jenna turn right command. Select
asSeenBy and then horsel.

L N IRLE P IR R L R Ll ] LR L)L =

Camera turntoface horse1 more... » <None:

camera move backward 1.5 meters More... the entire world | the entire horse1
“Matt.RideHorse camera hackLENLEL

i _ i " light frontLeftLeqg

= Ccamera set point of view to  horse position more.. )

- ground frontRightLeyg
Camera set point of view to  original position MOTE  caliphone hackRightLeg

“Doin order| Do together :IfElse :Loop b ner G Wait | print

]

~Jenna — turn right — 1 revolution | tail

M ation ¥ horse1 b mouth n
R —
b

asSeenBy ¥ Dummy Objects

Now play your animation to see what happens. Jenna
should circle around the horse.



As Seen By (Continued)

e Try Changing the object
after “as seen by” from
the horse to the
camera.

Jenna should disappear
off the right side of your
screen and reappear on
the left side.

In this picture she is
circling off screen,
around the horse.




As Seen By Conclusion

* You can use “as seen by” to have an object
rotate around another object.

 Whichever object you select first will do the
rotating and whichever object you select after
“as seen by” will be rotated around.

e Example: Jenna turn left 1 revolution as seen
by the horse means that Jenna will rotate
around the horse.



Making a Billboard

-We will now show you how to make billboards in
Alice.

-This is a way you can take pictures that you make in
Paint or find on the Internet and use them in your
Alice world.



Getting Started

Go online and find a
picture that you like

In this case it is a stable
scene, taken from
Google Images.

Save this image onto .
your desktop or a folder fE== s
that is easily accessible.

Ours is saved on the
desktop, as a .jpg



Billboards

Adit Tools Help * Now click on File and
New World select “make a

[ Open world... billboard.”
Save World

Age World As...




Billboard

e A pop up box will
appear in the middle of
your screen.

e Select the .jpg image
from your desk top

e Select “import.”

istyped, do _ horse

& Import...

say WEEEEEEEEENGHY — m

it @ bn

M Lookin: | Desktop w B B

File name: horse-boarding-stable-barn.jpy )

Files of type: | Image Files (GIF,JPG;TIFPHGBMP;JPEGTIFF)

= Cancel I

turntoface Jenna = mMmore..



Billboard

e This should import a
small picture of your
Jpg image into your
Alice world (shown
behind the people)




Billboards

i* Now click on your
. billboard and stretch it
out so that it is big
enough to be the
background to your
animation.




3-D Text

Lets add some 3-D text to
% That's all folks!lI our world

This can say “That’s all
folks”

* You can change the font
below in this square.

e Once you have selected
the font it will appear in
your world.




e Your text should appear in
your world like this.

* You can move it around

using the buttons at the
right.

Tha’[ S HH Fﬂ N(SH”‘ . \{our screen should look

like this.

i '-’f_: =Y




Coloring Your Text

AT _ -. ks Wilp N
P == If you want to color your
text you can go to the

properties tab of your
text and change the color

| [HvackLeftLeg
- [¢) frontLeftleg
E) frontRightLeg
E) backRightLeg
[ tail
Iz)muuth
[ matt
i) horse-boarding-stablEts
51« |That's all Folksi!
(L] Durmmyor

7 [@ world.my first method It should automatically

That's all Folksiii's detz . world.my first method No parameter.
appear on your 3-D text,

Nowvatizbios

camera move forward d i n yO U r a n i m atiO n

i

Eiétext = That's all Fg

ton = ageney B

% Jenna say |love cartwheels!
extrusion = {. -

4 Jenna answers her phone and
“ Jenna.answercellphone

“color = El Do together

“opacny™= ) camera - turntoface horset
- skin texture = <None> - camera — move hackward

“fillingStyle = solid

- “Matt.RldeHorse
“yphirle = world =



Animating Your Text

You can animate your text to spin around, and do
things just like any other object in your world, simply
by writing a method. Let’s write a new method to
move the 3-D text in and spin it around.



Animating your Text

That's all Folksii set isShowing to  true more...
That's all Folks!i move forward A meters more...

:[=/Do together

El Loop 3times times show complicated version

That's all Folks!!! turn left 1 revolution duration =0.5 seconds siyie = abrupthy more...

e \Write a new class level method that looks like this.
e Callit “animate.”

e Change the event “when the worlds starts” to call the
“animate” method and try it out!



New Events

* Now lets try a different
event.

Events |create new event

: N i 2
_ When N |- istyped, do__ horsel —  say NEEEEEEEEEI|GH!

™ e Try creating another
simple event.

 When - ’_5 is clicked on anmything — , do Nothing

Events
o SE|eCt ”When the mouse Events |create new event
is clicked on something.”

e \When the mouse is
clicked on Jenna, Jenna
say “What a beautiful

’)

day”.




Wrapping up

* Finally lets add the 3-D text
call to animate to our
World.myfirstmethod.

e We need to set the camera
back to “Original Position”
and then call “That’s all
folks.Animate”

e Add this to the very end of
your world.myfirstmethod.

camera - setpointofviewto Original Position = more..

e Change the event for “when
the world starts” back to
“myFirstMethod”

e Now your entire world
should play as before with
the 3-D text animating at
the very end



Now vou should have two events in
your animation

 Press “N” and click on
Jenna when your
story plays

e If you want to learn
more about Events,
see the “Events
Tutorial”.




Congratulations! You now know much of what is
possible in the Alice world. Explore on your own, and
see what new things you can create and do! Feel
free to try our other tutorials to learn more.




Tips& Techniques1l: Special Effects: Text and 2D Graphic I mages

While it is beyond the scope of this text to cover all the special capabilities of Alice, we would
like to show you some particular features of Alice as we work through examples. At the end of
each chapter, Tips and Techniques sections will present fun ways to build great animations with
specia effects. While not essential to learning to program, Tips & Techniques sections are
important to read because some of these techniques are used in example worlds. Topic
subheadings in r ed are used in text examples, subheadingsin gr een are used in exercises. Other
topics with subheadings in black are provided as a guide for those who want to learn more about
animation with Alice. Additional details of using Alice are also provided in Appendix B, where
you can learn how to search the galery and how to export a world to the web. The Tips &
Techniques sections along with Appendix A and Appendix B can be considered a mini-User’s
Guide for Alice.

An important part of an animation is communicating information to the person viewing the
animation (the user). Text, sound, and graphic images help you communicate. The following
sections show how to add text and graphic images to your world.

Text

The Say instruction (introduced in Getting Started, Appendix A) is one way to create text in a
scene. The text created by a Say instruction appears inside a comic-book-style bubble. 3D text is
another kind of text display. To add a 3D text object to aworld, click on the Create 3D text folder
in the loca gallery, as seen in Figure T-1-1.

® single view ) quad view

ouse Contral

N elel € ge e

[[] affect subparts

more controls ==

Search Gallery

]
Visyalizations | Create 3D Text

A

mputer | onyour computer | {onyour computer | onyour computer

Figure T-1-1. 3D text in thelocal gallery
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A text dialog box pops up for entering text, asin Figure T-1-2. The dialog box allows font, bold,
and italic selections, and a Text box where words can be typed.

&) Add 30 Text

Text: he quiCk erWn fDX

jFont: Arial 21
Okay Syl

Figure T-1-2. A text dialog Box

When the Okay button is clicked, Alice adds a text object to the world and an entry for the object
in the object tree. The name of the object is the same as the text string displayed, as can be seeniin
Figure T-1-3.

B wond
ES Camera
(3 Light

g ?I::l:::ck brown fox the q u iCk b rown fox

Figure T-1-3. Thetext object isadded to scene and object tree

The text object can be positioned using mouse controls in the same way as any other object. To
modify the text in the object string, click on the text in the properties list of Details area. Then,
enter anew string of text in the popup dialog box, illustrated in Figure T-1-4.

o

Enter a string:

capture pose
Jnew text goes here

':':te:-ct_i = the guick brown fox

Figure T-1-4. M odifying text

Note that modifying the string in the text object does not modify the name of the object. The
nameis still asit was when the text object was originally created, as seen in Figure T-1-5.
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3 the quick brown fox

new string goes here

Figure T-1-5. The name of text object remainsthe same

Graphic images (billboar ds)
Although Aliceisa 3D system, it is possible to display flat 2D images in a scene. Flat 2D images
can be created in any paint tool and saved in GIF, JPG, or TIF format. To add a 2D image (Alice
cdlsit abillboard) to your world, select Make Billboard from the File menu, as seen in Figure T-
1-6. In the selection dialog box, navigate to the stored image and then click the Import button.

0 New World

@ Open World...

7] save worid

Save World As...

Export As & Web Page...
Export Movie...

Export Code For Printing
a Import...

Add 3D Text...

Make Billboard...

] Chapter01 i @E

[ Instructions jpg

File name:

Files of type:

‘Instructinns.jpg

=

Image Files (GIF;JPG; TIF;PHNG:BMP;JPEG; TIFF) b Cancel

Figure T-1-6. Importing a billboard

Alicewill add the flat image to the world. The billboardin Figure T-1-7 illustrates one of the uses
of billboards -- providing information to the user about how to play a game or simulation. In this
example, the billboard provides instructions for how to use the keyboard to control the motion of
an object. (Keyboard control examples are used in Chapter 5.)

Instructions:

Up arrow -- forward
Down arrow - backward

Figure T-1-7. A billboard to provide information
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Video Export

Alice 2.2 implements video export capability that allows you to create a QuickTime video of
your “movie” worlds. Note that “interactive” worlds work with events that may interrupt the
animation process. Therefore, interactive worlds are not ideal for video export.

Short Tour for exporting an Alice world as a QuickTime® video

1. From the File menu, select Export Video.
A video capture window opens.
2. In the video capture window, click Record.
In the upper right of the window, a red dot blinks and a timer displays progress
3. When done recording, click Stop Recording.
4. Enter a name for the video in the File name box and then click Export Video.

If all has gone well, the video file is now located in the same folder as your Alice world and can
be viewed in a QuickTime player or posted on a web page for others to view.

Hints on Loading an Alice 2.0 world into Alice 2.2

If you open an Alice 2 world in Alice 2.2 and get a “media.PlaybackEngine” error, then it is
likely that at least one of your sound files is not being loaded. To find out which sound file is
not being loaded, check the list of imported sounds in the details panel. See example here:

world's details

]'pruperties rmethnds rfunctiuns |

Seldom Used Properties ||

=] Sounds
hello 0:02.276
“mouseSyueak [} 0:00.838
takeFive ) 0:00.600
“motorcycleBuzz
singing ) 0:03.843

If a sound file has not loaded properly, Alice displays “?:??” as the number of seconds. In this
example, motorcycleBuzz is not loading properly when the world is opened. The sound file does
not load because its format is not recognized by Alice 2.2’s video sound playback engine. To fix
this problem, open the original sound file in a sound editor and export the sound as a WAV file
to reformat. Now, import the newly formatted file into your Alice world (replacing the previous
version).

Note: Alice is not a sound file editor. Many different versions of sound file editors can be found
on the Internet. For example, Audacity (freely downloadable from the Internet) is a sound editor
that might be a used for reformatting sound files.



Troubleshooting video export in Alice 2.2

Symptom: 1 click the Record button and Alice seems to “freeze up” or seems to be taking
a VERY long time to complete the recording.”

Likely cause: As the world is being recorded, temporary screen captures are created and
stored in a folder named “frames.” You could be trying to save the video on a flash
drive (or memory key) that is out of space. Or, the folder you want to use could be a
“read only” folder on your computer.

Solution. Close the video capture window and then save the world to a different folder in
a different location on your computer. With the world in a different location, start over to
create the video.

Another likely cause: As the world is being recorded, a sound file cannot be accessed.
This may be because the sound file is not a readable format (see hints on reformatting a
sound file, above in this document) or your computer’s operating system has not closed
the sound file (from a previous run of the world.)

Solution: Exit Alice, restart and try again (this will close any open sound files). If this
doesn’t work, then open the original sound file in a sound editor and export the sound as
a WAV file to reformat. Now, import the newly formatted file into your Alice world
(replacing the previous version).

Symptom: “1 want to start over to export the video but I keep getting parts of the previous
recording.”

Likely cause: As the world is being recorded, temporary screen captures are created and
stored in a folder named “frames.” The temporary frames may still be there if you start
over.

Solution: Click the clear button to remove all the frames before starting over.

Symptom: ‘1 want to start over to export the video and overwrite the previous recording but |
get a message saying the previous video file is in use.”

Likely cause: The previous video file is still “open” either in Alice 2.2 or in QuickTime.
Solution: Close Alice 2.2 and QuickTime and then restart Alice 2.2, load the world, and
start over.

Symptom: ““1 uploaded my video to YouTube and discovered that on YouTube the video seems
to have lost most of its sound.”

Likely cause: Any video uploaded to YouTube is automatically converted to a Flash®
format (unless it was already in Flash format). Alice videos having only one sound file
generally convert well. But, if the Alice video has multiple sound files it may or may not
convert properly.

Solution: We are still working on a solution to this problem. A couple of Alice users



have suggested using a sound editor (such as Audacity) to create a single sound track
from the multiple sound files.
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